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Abstract 
Individuals spend much time on games in order to get rid of the boredom of their daily lives. With the introduction of computers 
into our lives, computer based games and after, internet based games, have started to be used widely in order our lives be much 
more exciting and interesting. Despite continuing change in education, games are indispensible part of education all the time and 
the concept of educational game has come into use in education world today. The value of educational games has been increasing 
in language education since they help to make language education entertaining. Like the popularity of educational games, social 
networks are also popular in today’s world. The aim of this study to put a light on using educational games with the support of 
social networks in foreign language education. 
© 2010 Published by Elsevier Ltd. 
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1. Introduction 
Rapid developments in information and communication technologies have effected all areas of life including 
education and this has brought about changes in the structure and implementation of education and the roles of 
individuals in education. For this reason, many educational institutions have begun seeking new models to meet the 
needs of their students. In order to make learning activities more effective, an environment rich in stimulants should 
be provided to students. One of the elements that provide such an environment is computers (Arslan, 2006). The 
spread of computer use in education and increase interest in computer games bring to the mind that using computer 
games in learning environments can be useful (Güngörmüú, 2007). 
Computer games can not satisfy students’ autonomy, connectivity and social learning. Although many learning 
systems have been developed to meet these needs, almost no tools providing social communication and personal 
profile areas have been used in these systems. Students complain about the lack of communication, no personalized 
content, and following a strict curriculum, should not be ignored. Considering all these, providing an informal 
learning environment to students by adapting social networks to existing learning implementations is of great 
importance. 
It is known that social networks such as facebook, myspace, youtube, weblogs and wiki used mostly by 
teenagers and adults, are seen to be used not for doing research and getting information but for talking with friends, 
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introducing oneself to others and mostly playing games. On the other hand, due to the high number of social 
network users, it is drawn attention to the necessity for educators to use this tool for communicating with their 
students and to the usefulness of students’ participation in this communication (Grant, 2008). 
Due to attached importance given to enhancing learning environments, it is beneficial to determine the effects of 
educational games, almost top-ranked in achieving this, and social networks together, particularly in language 
education. 
2. Technology in Language Education 
Today, use of technology is one of the most important factors for language teaching to be more effective. Tape-
recorder, video, TV, computer, mobile applications and internet have been used in technology supported language 
teaching. Computers, mobile phones, PDAs whose use has been increasing, are indispensible part of language 
education. The use of these technological devices has also been important in fields ranging from arts, economics, 
education to entertainment, sports and health. 
The role of technology as a resource for instruction of foreign language learners is increasing as educators 
recognize its ability to create both independent and collaborative learning environments in which students can 
acquire and practice a new language (Butler-Pascoe& Ellen, 1997).  
3. Educational Computer Game 
Before giving a definition of educational computer game, it is necessary to give the definition of game. 
Although there has been no clear definition of game, many theoreticians have mentioned that game is a natural part 
of children’s life and give different definitions related to game. Moreover, due to the different effects of games on 
individuals’ development, researchers have given different definitions of game. Some of the definitions are as 
follows: 
According to Alcorn (2003)  games are a kind of sport  or entertainment  that require  participation, competing 
with oneself and other rivals in order to achieve certain goals and have special rules. In order to an application to be 
a game, it requires to have rules and certain targets to be followed  
Piaget defined game as assimilation of stimuli from outside world and put them into adaptation system.  Piaget 
made comments on games only in terms of their effects on children’s development (Donmez, 1992). However, in 
today’s changing education system, it can be said that games may be effective on every age group by shaping them 
appropriate enough developmental period.  
Game develops individuals’ mental and physical capacities, has its own rules, continues for limited time and 
space, forms voluntary groups through voluntary participation, holds the attention of participants all the time and 
puts the individuals in a race with themselves and other individuals in order to achieve certain objectives and game 
is an entertaining activity performed in an environment different from real life, based on coincidence and skill and 
played mostly for spending time without any financial gain. 
Computer games taking its place in game culture with the advance of technology, provides surfing in the virtual 
environment in which rich discovering opportunities are available and creates appropriate  content for transferring 
exercising skills into real world (Wheeler, 2009). 
Educational games are activities that provide students the opportunity to reinforce the previous knowledge by 
repeating it in a more comfortable environment (Yildirim, 2009). Educational games are software that helps students 
to learn the lesson subjects and to develop their problem solving skills by using their desire and enthusiasm to play 
(Cankaya & Karamete, 2008). 
 
3.1. Game-based Learning Environments 
Computer games can serve as touristic, social, cultural and political advertisements of countries, and they 
provide an opportunity for the supporters of a team to make arrangements related to their teams in a virtual 
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environment which they cannot make in real life and make them enjoy driving a car without having any harm. 
However, it not fair to think games just a means of entertainment (Alcorn, 2003). In this entertaining world, there 
are also learning and exercising materials. For this reason, games have also been used for educational purposes 
recently (Kert & Kuzu, 2006). Academic games aim to provide students with an environment which they do 
exercises while learners are motivated and teach these subjects (Can, 2003). Studies conducted on the subject of 
games have shown that making a lesson with a game environment attracts students’ attention and increases their 
motivation to the lesson. 
Computer-based learning environments are the result of students’ existing interest in computers and computer 
games. According to Kuzu and Ural (2008), when games and education are combined, it can be educative and 
education environments can be entertaining. The learners who learned with the use of games, gain positive attitudes 
and can be more motivated while learning. 
Kebritchi (2008) states the positive effects of game according to his study as follows: 
- The game motivates students because it has an alternative role in education. It offers students a learning 
environment apart from pen and paper. 
- Desire to pass levels in games increases attention and learning. 
- Game removes the lesson phobia in students’ minds. 
- Concepts used in the games can be remembered longer. 
 According to Wheeler (2009) computer games are not useful for all learners and learning; however, when designed 
effectively, it creates a reliable cooperative learning environment. 
Although many researchers stated the benefits of using games for educational purposes, Tuzun and his 
colleagues (2008) also stated the disadvantages of game-based learning environments. These are as follows: 
- It requires investing heavily on games. 
- It requires orientation process. 
- It requires much more time for implementation when compared to traditional methods. 
- Students are attracted from the charm of the environment and this causes them to spend time with activities 
not related to educational purposes. 
4. Educational Computer Games and Social Network Support in Foreign Language Learning 
With the rapid introduction of the computer and web into life, the field of education also benefits from these 
technologies. The effects of these technologies on issues such as student success, attitude, motivation and retention, 
have been investigated in different fields. One of these fields is language learning. When looked at the studies 
conducted to investigate the effects of computer and web in language learning, it is seen that all these studies 
highlight that using computers and web in language teaching provides more effective learning compared traditional 
methods, increases the motivation of the learner, develops positive attitudes in students, and increases the retention 
process (Baturay, Yildirim & Daloglu, 2009). When looked at the games used in language teaching, it is seen that 
word matching on a basic level and games have concept philosophy action and more often script applications have 
been used more.  
When learning through social network is considered, it is known that social network syntax adds dynamism to 
learning; in other words, change and interaction feature. Therefore, learning by using social network is one of the 
concepts that best meets the concept of anytime and anywhere education. 
5. Social Networks  
The concept of societal network which emerges from Web 2.0 means individuals tied one another with one or 
more social connections and therefore individuals constructing societal connections ( in rare situations partnerships 
and roles) (Marshal, 1999). In the connections in question, relative, communication, friendship, authority and 
gender relations can be considered.  Anthony Giddens (2008) defined social network as “direct or indirect 
connections that connects a person or a group to other individuals or groups” but he also states that ‘Every network 
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is not a societal group”. He stressed as an example that in an e-mail list, there cannot be a sense of common identity. 
Although this is true for man e-mail lists, it is possible to state the opposite for e-mail lists that are linked with 
offline life. 
When social networks are considered in terms of implementation, they do not only consist links between user 
web pages. Links described between Users and groups who are described and whose personal information are saved 
in the application, are seen within social networks. When daily life is considered, these links can be complex and 
even links among themselves can be described. (as fatherhood and son relationship have inverse meanings). For this 
reason, when connections in social networks are described, they should also be given meanings. 
 
5.1.  Facebook 
Facebook stems its names from ‘Paper Facebooks’. It is a form given to students at the start of the academic 
year by university administrations in the US with the intention of helping students to get to know each other better. 
This web site is free to its users and its revenues come from banner advertisements and sponsor groups. Users can 
share their photos, interests, hidden or open messages and friend groups in their profiles. Profiles can be restricted to 
only friends.  According to TechCrunch 85% of students at American universities has a facebook account and 60% 
of  them  connects  to  it  everyday.  85%  of  users  connect  to  web  site  everyday  and  93  %  of  them  every  month.  
Facebook spokesman Chris Huges says that users have spent an average of 19 minutes on facebook everyday 
(www.wikipedia.com, 2009). According to Facebook’s user statistics, users aged 30 years or older are the fastest 
growing age group (ntvmsnbc, 2009).  
Facebook is the second in terms of traffic, has more than 1745 million active users, each person has 120 friends 
at average,  people spend over 3 billion minutes per month on Facebook, at least once a day more than 18 million 
users update their profiles, more than 4 million users  become a fan of various pages everyday,   every month more 
than 850 million photos and more than 7 million videos uploaded, more than 20 million content share ( web link, 
latest news, blog  articles, notes, photos and applications)  is made, more than 2 million activities added each month, 
have more than 25 million active groups , 140 new applications added per day, more than 40 different language 
choice (Facebook, 2009). When looked at the development of facebook in Turkey, with more than 8 million users 
most of whom are university students, Turkey is the fourth and has 830 Turkish  applications are in Facebook 
(Koca, 2009). 
Facebook is the world leader among online friendship sites. Proffessor BJ Fogg, giving ‘Psychology of Facebook 
’ lecture at Stanford university says to BBC that “Facebook has changed the way people perceive the world. Today, 
a friend from any country in the world is just a click away; Facebook brings the world together and functions as a 
trustable common environment (ntvmsnbc, 2009). It is clear that facebook increases its user number, however, even 
its users do not are not fully aware of what kind of phenomenon they faced with. 
Facebook provides its users a personalized profile area consisting of communication and personal information, 
friend list, albums and social interest groups like other social network applications. In facebook, you can chat with 
friends, share photos, comment on photos, write messages to your friends’ walls, participate in social groups, create 
your own group, share ideas in these groups, add various applications and play games. Thanks to these social and 
technological features, facebook has reached millions of users in a short time and come a part of people’s life and 
become the focus of attention of researchers in different subjects such as the structure of online and offline 
relationships, technological features of social communication network and cultural structures (Ellison, Steinfield & 
Lampe, 2007). Based on the social networks being online environments, it can be claimed that facebook offers  
practical online interfaces and informal learning to students in online learning environments where information is 
reached via online. (Northocote & Kendle, 2001). 
Facebook is seen as a effective educational tool with its features such as peer feedback, good compliance with 
the social context and interaction tools (Mason, 2006). It is a fact that interest in multimedia increases as 
educational technology develops. These multimedia can be adapted easily to facebook. On the other hand, it can be 
claimed that facebook is suitable to using it as an educational environment with its features of active participation 
and cooperativeness. (Bumgarner, 2007).It is not true that active participation and cooperation exists only in formal 
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environments. Such claims are insufficient to explain all the aspects of applications, experience and learning being 
in facebook community (Kabilan, Ahmad & Abidin, 2010).   
Unhappy and lonely people of postmodern time have broken records while searching socialization in the 
invisible network of the world. Turkey ranks 4th in facebook using after USA, England and Canada. Moreover, 
administers of Facebook summarizes the function of Facebook with this sentence: “Facebook helps you connect and 
share with the people in your life”. 
 
5.1.1 Web Site Features 
Main features of Facebook updating itself continuously and adding new features can be summarized as follows: 
Photos:  With  facebook  photo  plugin,  users  share  their  and  their  friends’  photos.   Due  to  privacy  issues,  
facebook adds some restriction features to this plugin. As of August 2007, Facebook has 1.4 billion photos which is 
equal to 44 photos per person. 
Gifts:  Gift is a new plugin in Facebook as of 2007. Users can send each other gift of small icons. They can give 
these gifts secretly or openly. Gifts can appear on their profile depending on users’ wish. 
Market Place: As of May 2007, Facebook has created a market environment including items for sale, sale/rent 
houses, offices and others where users do shopping. The service is free of charge. 
Poke: Poke allows users to contact each other. Poke, generally means ‘hello’. Similar programs are available. 
Plugins such as X Me and Super Poke allows poking in different ways. 
Events: ‘Events’ is  used  for  inviting  friends  to  events  such  as  a  party  or  meeting. Users invited to an event 
informs about their replies. 
Video: With the help of this plugin, users can send each other videos from sites such as youtube and they can 
also send videos which they prepare. 
Applications: As of May, 2007, Facebook allows users to create applications which can run in facebook by the 
infrastructure called Facebook Platform. As of October 11, 2007, there are 5500 applications available on facebook. 
Language Choice: Turkish was the second language after English in November 2007, when a Mozilla Firefox 
plugin created by Gokhan Celiker.  As of August 21, 2008, Turkish has been seen officially. Turkish is the most 
widely used language after English on Facebook. 
 
5.2. Social Networks and Their Educational Dimension 
In today’s educational environments where the passive status of students is sought to be removed, some of the 
most important aims are cooperative learning and construction of knowledge by students and their formation within 
the community they belong to. In such a digital world, with high connectivity and ubiquitous, demand driven 
learning, there is a need to expand our vision of pedagogy so that learners are active participants or co-producers 
rather than passive consumers of content, and so that learning is a participatory, social process supporting personal 
life goals and needs  (McLoughlin & Lee, 2007). It is argued that while many traditional web applications focus on 
the delivery of content, Web 2.0 tools such as blogs, wikis, podcast and social networks focus more on social 
connectivity and since these Web 2.0 applications are driven by user contributions and interactions, they support the 
collaboration and sharing information necessary for social and active learning (Ajjan & Hartshorne, 2008).  The 
structure of social network environments includes of an infinite variety of people, both readers and writers who 
make the network with various relationships and connections and they have been recognized as the basis for social 
dimension in personalizing the content, sharing of information and collaboration (Bartlett-Bragg, 2006). It is 
important that students use and understand social networks in learning processes develop their academic identity in 
communities and question social dimension of these networks. 
It stressed that the idea of introducing social software in traditional education is important for allowing students 
to acquire knowledge, through a sort of subliminal, effective and smooth learning process while willingly taking part 
of enjoyable interactive situations mediated by motivational artifacts (Gillet, El Helou, Chiu Man & Salzmann, 
2008). Although social applications such as Facebook and Youtube  bear more meanings  for students in terms of 
their personal and social activities, these applications has attracted educationalists attention  since they carry many 
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institutional education technology characteristics  with their  suitability for feedback and social learning context 
(Mason, 2006; Selwyn, 2007a).  
 
6. Conclusion 
When we look at the studies conducted on educational games in general, it is a common belief that educational 
games enrich learning process, make students’ learning more enjoyable and retentive. However, it should not be 
ignored that educational games should be used with different methods and techniques of teaching rather than alone. 
With applications of social networks playing an important role in the lives people, it is possible to use educational 
games in online learning environments. The use of educational games in social networks can be used to support 
formal learning of students. Therefore, more studies should be conducted on the use of educational games through 
social networks in order to investigate possible benefits of them in increasing students learning. 
Learning a language is important for many people around the world. It is, therefore, important to enhance 
language teaching environments. Using social networks in educational computer game-based language learning to 
support formal learning is an opportunity to increase students learning a foreign language effectively? Using social 
networks such as Facebook, widely used all over the world by people including students, contributes to this end. 
Facebook is currently the fastest growing and the most preferred social networking site in the world. It is thought 
that adding educational games in such a popular social site can substantially contribute to ease the communication of 
students and increase students’ motivation for learning. 
Students continuously interacting in Facebook will possibly benefited from educational games for their learning. 
Games designed with educational purposes in mind, serve as an important tool for students to absorb rules and 
content of the game unwittingly.  Therefore, games played through social networks motivate students and helps 
them to construct their own leaning entertainingly. 
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